The video games sector, an information technology-enabled services (ITES) industry, has rapidly expanded over the last four decades growing at 13.3% annually. In the Philippines, which is now one of the top destinations for ITES in the world, the number of game developers is predicted to grow to 9,100 in 2022 from 4,300 in 2016. This study will explore the experiences and concerns of game developers in the context of information technology-enabled services in the country, and the process by which they address these concerns, using the classic or Glaserian grounded theory method. The results of the study can help game development organizations improve work processes or working conditions, which in turn could lead to greater productivity and quality, and schools in the design and development of gamerelated programs and curricula.
MOTIVATION AND PROBLEM STATEMENT
The video games sector is one of the fastest growing sectors of the entertainment industry [1] , having almost tripled in size due to innovations [2] . In 2017 the global games market breached the $116 billion mark 10.7% higher than 2016 [3] . In the same report from Newzoo [3] , the global games revenue was forecast to reach $143.5 billion in 2020. Asia Pacific, based on the Newzoo 2017 update, had a total revenue of $ 51.2 billion in 2017 [4] . The Philippines, which ranks among the top information technologyenabled services (ITES) destinations in the world in the Tholon and Kearney rankings [5] , has continuous growth in the game development industry as Mitra [6] reports. The industry is growing by 13.3% annually. In 2017, the Philippines had games market revenues of $355 million [7] . Furthermore, the number of game developers was at 4,300 in 2016 and it is predicted to reach 9,100 in 2022 as per industry experts [8] .
In this study we would like to investigate what the main psychosocial concerns of game developers are, and how they address these. At this stage, we do not yet know what these concerns and mechanisms are; therefore, we may not conjure a research question that is more specific than what has been stated in the previous sentence.
BACKGROUND LITERATURE
While the local game development industry continues to expand, there are few studies (none in the Philippines) conducted on the concerns of game developers. In a quantitative study of McGill [9] content analysis was performed on posted job advertisements for game developer positions that would determine the qualities what the industry desires when hiring game developers [9] . A categorization of qualities in the study of McGill was performed and five qualifications emerged that include: experience, education, interpersonal and personal abilities, technical skills, and supporting knowledge. Findings show that are education and experience levels, skills, abilities and knowledge are clearly sought by the industry. Yet certain qualities are sought with more frequency than others [10] , in another quantitative study, it defines qualifications sought when hiring game developers for positions in industry. It used cross-sectional data, qualifications from job advertisements were coded, categorized and then subcategorized and weighted totals were calculated based on skills being either required or desired. Results show that required qualifications are more critical than the desired ones. Furthermore, according to the data, technical skills of languages and software development tools and environment are critical skills for those seeking game developer positions to possess.
Weststar examined the workers who make video games in a qualitative study [11] . The study used secondary analysis of online sources to demonstrate that video game developers can be understood as a unique social group or occupational community. In another qualitative study by O' Donnell, it argues that the daily activity of game development embodies the skills that are fundamental to creative collaborative practice and that these capabilities represent aspects of critical thought [12] . Another qualitative study by Wu investigates how programming education differs from other game-related disciplines, whether or not the current game education serves the purpose of producing employable game programmers and which types of curriculum are appropriate for students who wish to work as game programmers. Simply this study recommends education appropriate for game programmers [13] . Lastly, another study by Vanhala identified the peculiarity of computer game organizations and their human resources by presenting a stage model that includes four phases covering the growth from demo Permission to make digital or hard copies of part or all of this work for personal or classroom use is granted without fee provided that copies are not made or distributed for profit or commercial advantage and that copies bear this notice and the full citation on the first page. Copyrights for third-party components of this work must be honored. For all other uses, contact the Owner/Author. group to full business [14] . It presents its findings on what a computer game organizations go through when they evolve from demo group phase to full business. Thus, there is a lack of studies on game developers and their concerns.
METHODS
Grounded Theory is a systematic generation of theory from systematic approach that has a set of rigorous research procedures leading to the emergence of conceptual categories [15] .
Figure 1: Research Framework
In gathering data, we will use multiple sources of data [15] like developers from Game Developers Association of the Philippines (GDAP). As we collect data, we will analyze them to look for interpretations thru the coding process while using constant comparative method. Data will be simultaneously collected, coded and analyzed [15] . Interview transcripts will be coded thru 'open coding' to identify and label common themes and categories. We will use memos in analysis to find similarities and differences within the data. We will break down data into units so we can analyze for inter-relationships. We will identify tentative categories and begin selective coding once we have discovered the core variable. We will write memos to be used in theory development [15] . After we have captured the emergent formation of ideas and concepts of substantive and theoretical categories and achieved theoretical saturation of the categories, we proceed to review, sort and integrate them related to the core category, its properties and related categories. They generate a theoretical outline or conceptual framework, for the full articulation of the GT through an integrated set of hypotheses [15] .
Once themes, concepts and relationships have emerged, we will compare these with the literature [15] with the existing theories and integrate relevant literature into the study.
EXPECTED RESULTS
The study will provide understanding of game development work and game developers. Further, with the study addressing how game developers resolve their main concern, this will help game development organizations improve their work processes, procedures and collaborations. It could lead to greater productivity or quality of their artifacts. It can help organizations design interventions for the game developers in the conduct of their work. It can help schools in the design and development of curriculum. Finally, this study can contribute to a meaningful understanding of game development work in the Philippines by developing a theory or framework.
IMPLICATIONS
The study can contribute to providing understanding of game development work and game developers, and addressing how game developers resolve their main concern. How game developers address their main concerns might turn out to be a set of skills; if so, then this study will not only identify and describe these skills at a more detailed level than what was done in previous studies, but will also provide a theory or framework that could be used to explain or understand why those skills are needed in the first place.
